
























rFro m the top 

The name of the game is going strong. 


By now you've had a 
chance to subscribe 
to Nintendo's exclusive 
Nintendo Power maga¬ 
zine. And you've probably 
noticed the Power Flash 
has changed. But not as 
much as you might think. 

We're going to focus in on Canadian 
news, Canadian club member views 
and the games that are really popular in 
Canada. All our departments are still 



Top 10 Games are still 
going strong. And we still 
need your input to keep 
it that way. Plus, the Power 
Flash is still your best 
source of Canadian news 
on events like the Nintendo 
Challenge. 

So stay tuned to the Power Flash and 
help us keep the Power Club going 
slrong.lMuffsaid. 
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CORNER 

JMra&i 

Battling the Basher. 


DRAGON WARRIOR” 

Seeking the Stones of Sunlight. 

To build the Rainbow Bridge, 

We call this villain the Basher 
because if he lands on your head 
he'll bash you into the ground 
before you can say "Elf town of 

Foils' 

Hide in some nook (or cranny) 


you'll have to find, amongst other 
things, the Stones of Sunlight. 

Easier said than done. 

where he can't get over you. Then, 
as he bounds into the air, jump up 
to meet him, smack him a couple 

Save the swimmers and yourself. 

One of the hardest stages In Cobra 

Stones are in the castle cellar. 

You'd expect the cellar to be inside 
the castle walls. But, in fact, the 
cellar is outside the castle walls. 

Its up to you to find and enter it 
without finding yourself back-in 
the overworld. 

(Hint: go soutliitrom the Key Shop, past the 
water. Then use the Magic Key to get into 
the cellar and add the Stones of Sunlight to 

of times in the snout with your 
trusty sword and retreat very fast. 

Fortunately, like most of the 

Evil One's creations, the Basher 
isn't too smart. A few tilts and all 
that's left of him is a handful of 
coins which 
you can scoop 
up use 

towards your raggSgejyaM 

next purchase. 

Triangle is the one where you have 
to rescue the stranded swimmers 
from your enemies before you run 
out of time. 

The secret here is if you get in 
trouble near the end, before 
the timer runs out, grab one of the 
swimmers and sail in circles, 
avoiding the enemy, until the time 
runs out. That way you can pass 
on to the next stage. 
































ZELDAII 

THE ADVENTURE OF LINK 


finished Zelda II-The Adventure 
of Link, and I think you guys outdid yourselves 
on this one. It took me a while to get the 
knack of it (not to mention finish it). But I 
know lots of guys are really stumped, so I 

Heart Containers: 1) In a clearing southeast 
of the first palace. 2) In a cave near the first 
roadblock. 3) In the water north of the fifth 
palace. 4) In the coastal desert east of triple¬ 
eye rock (and the sixth palace). 

Magic Containers: 1) In a cave south of the 
north castle. 2) Under the rock in Death 
Mountain. 3) In the maze near the fourth 
palace. 4) In the hidden town of Kasuto. 

jump 1 spell St ' n the ChUrCh m Mld0 ' ^ Y ° Ur 


Up thrust: In the town of Darunia. Go down 
the chimney of the house with the locked door. 



THE BULLETIN BOARD 


AmU Mdime (<j*me Up#) - 6pem MomJLf ta 
8a.m. U 8p.m. ZaUvutlime; SaUUaf, IOa.m.b>6p.m.-GJi 
(#16) 253-PAA'lj (tout). dutamx cUvujM oppl}). 
to* ^mpmumtpaMemP-GaU aalUt (#/6) 252.QAMS. 


Who is this Guy, 
anyway? 


Well, over 200 Nintendo fans 
sent us their impression of Guy 
Martin, and what a wild bunch 
they are. 

Guy himself looked at them, 
and saw a little of himself in 
every one. You can see the 
overall winner next to Guy's 
byline in this issue's From The 
Top, But despair not. We'll be 
running some of our other 
favourites in that same spot in 
upcoming issues. 

As always, congrats and 
thanks to everyone who 
entered. Your imagination and 
enthusiasm powers the Power 
Club. Don't let up. 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 

People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 

So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 


4 



